
Hi!  Welcome to Cave 
Adventures!  There's a little story 
that goes with this PDF.  Back in 
1990 my best friend Dave and I 
wanted to run a DnD adventure 
for our class as a school project 
but we couldn't because the 
school board had banned DnD 
and DnD paraphenillia on school 
grounds because of complaints 
from some parents, so Dave and 
I decided to write our own RPG.
After our project, it sat in a closet 
with old schoolwork for the last 
18 years, until my mother found 
it and sent it to me.  Just for fun, 
not because it has any particular 
merit, I decided to scan it in and 
share it.  Enjoy!
~Matt



That's Dave's Hancock there.  I 
haven't really kept in touch with him in 
years, so I'm releasing this without his 
knowledge or consent.  I hope it 
doesn't get him kicked out of his 
current gaming group.



You may 
notice
immediately
that we're 
using
spinners
instead of 
dice.  That's 
because of 
the ban on 
paraphanelia.

You'll also 
notice plenty 
of errors.  For 
example, it 
says earlier 
you'll only 
need the s12 
for this 
example,
then prompts 
for the s20 as 
well.  Just 
consider
them flavor.
We were 
13ish after all.



Shagrat was 
one of 
Dave's
favorite DnD 
PCs.  His 
two brothers 
played
Shagrat's
brothers:
Mepesh and 
Robin Diego.

Sorry about the scan quality.  I'm scanning in 20 year 
old dot matrix printouts.  You'll notice the scan quality 
improve in later sections.  That's because only Dave 
had a printer.  My sections were typed on a typewriter.



From what I remember , 
aside from the standard fare, 
the hulkers were large insect 
people, Ameboids were 
semi-amorphous humanoids, 
Wurrs were small puff-balls, 
and.... No idea what the Nair 
were.  I'll just pretend they're 
hairless cat-men because 
that sounds crazy enough to 
be right.

Did you know?

100% of the players of 
Cave Adventures have 
asked for Gnomes to be 
added to the list of races, 
so here's their official stat 
line:
S:-2 I:+1 H:+1 A:+1
Gnomes have no further 
adjustments for sex 
because I don't feel like it.



These
requirements
don't match 
those in the 
handbooks
100%.  When 
they conflict, 
use
whichever
you feel like.
As if I could 
stop you.

The Ultimist was mine.  I had read the April 
Fools issue of Dragon Magazine with them and 
didn't understand why it was a joke.  They 
sounded cool to me.
I'll be pointing out other parts that don't make a 
damn bit of sense but sounded cool to a 13 year 
old boy.  Most are also mine.



In retrospect, 
calculating
force via 
mass times 
speed might 
be a tad too 
complicated
for a RPG die 
mechanic.
18 years ago 
however, it 
was ground-
breaking.  To 
us, anyway.



Yeah.  You might notice the 
damage on whips.  That's 
mine too.  What's cooler 
than a whip?







Don't know exactly where some of these 
numbers came from.  In retrospect it seems 
like the number for humans is much too 
high, and maybe the number for the giant 
insect people is a little low.









I have no idea what even possessed us to put ninja in 
an otherwise eurocentric game.  Beyond that, I have no 
clue why we thought turning undead was a must-have 
class funtion or why we gave it to ninjas.



















No idea why we had to so 
strongly emphasise that 
soldiers never travel alone.





Given the equipment 
prices, carpenters and 
blacksmiths especially 
make money hand 
over fist.





One in ten thousand, isn't technically correct, 
since only humans can pull of the stat rolls 
required for ultimists and they get a total 
bonus of +1 to one stat.  Thus, the chances 
are actually 2 in 10,000.  That's why it totally 
makes sense that if you let your players 
make characters unsupervised, no less then 
three of them will have those rolls.







Words to live by.  Maybe the best six words in 
this whole game.



These descriptions are blank.  In some cases that's 
because these are animals.  You don't need a 
description for an ape.  On the other hand the undead 
have no descriptions because many cultures have 
different conceptions of what undead look/act like and 
we should let the reader decide for themselves.
That's the story I gave Dave.  The real reason is I was 
too lazy to do descriptions for undead.  Game design 
is hard work!

That's not grizzly misspelled.
These are grizzle bears.  They live 
out in the woods, wear flannel, 
hunt, and yell unintelligibly at any 
kids they see.



Isn't it nice that we put the taming 
rules right here with the monsters 
and not in the class handbooks 
where they belong?  We're 
forward thinking like that.





WotC, please don't sue me.  Sorry 
I blantantly ripped off your 
monsters 19 years ago.



I'm not even going to bother 
trying to figure out this mess.
Good for you if you can do it.







This cracks me up.  Not only is the thought of 
an adventurer riding around on a giant slug 
hilarious, but there are no mount, or speed 
rules in the game!

Further, there's no rules for passage of time, 
so good luck training one for ten years.









I don't put 
weird diagonal 
corridors in my 
dungeons
anymore.  Too 
much of a pain 
to map.



There are boomerangs 
everywhere in this damn 
game, EXCEPT the 
equipment list.   Got me.



That's the end of the "official" game, but in the folder with 
the copies of the game was some notes we made during 
the planning stages as well as some concept art that 
never went anywhere.  I've included it as bonus content.



This is a character I made for the 
game.  I really rolled all those tens.

No really!

Looking at him today, I love how 
he's named after his sword.  I can 
only assume it's an heirloom or 
something.



This is my interpretation of 
a troll, heavily influenced by 
the TI-99 4a game "Tunnels 
of Doom" 



Here some more 
concept art I did.
Anyone see a slight 
resemblence
between this and an 
eye of the deep?
Again, WotC, please 
don't sue me.



Not really sure 
why this guy 
needs wings but 
not legs.



O.K., this is the concept art for the 
disembodied hand.  I'd love to say 
that's it, but for some reason, severed 
hands were my favorite subjects to 
draw around this time in my life.  In 
retrospect I have no idea why this 
never bothered my parents.  The most 
frightening part is that it was in no way 
a short phase for me.  My high school 
senior year art project was a life-sized 
sculpture of a severed clutching hand.



Wooo!  Look at me!  I'm a 
mechano-demon-thing!
No idea what this thing 
even is.





Now, THIS is some of 
Dave's art.  He was, 
and I suspect still is, a 
far better artist than I.



What you're looking at here is a 
system for crafting swords out of 
custom materials and styles.  It 
didn't make it into the final cut for 
time reasons.

That's a shame since it's easily 
the most innovative concept we 
came up with.





Here's an example of the system 
at work.  Giant pain in the ass in 
function, but it was cool back then.



Just in case you were 
wondering.  Second 
edition will totally support 
both bulls AND cows.
Here's the proof.



Here's another "create something" system that got cut.  This 
one's for mosters or demons or something.  As I recall, it's 
largely inspired by the similar table in the DnD 1st edition DMG.









Evidentally as if undead-turning ninjas weren't an identity crisis enough 
for this game, the Sci-fi elements never made it to print.  There's 
actually another three pages of it I omitted.  I only included this so you 
could see the three rejected class concepts below it.





Here's three more races.  I 
don't remember what they 
are.  We'll say that....

Moblocks are wingless bird 
men, Snithes are a lizard 
people, and Kuma are a 
cowardly race of water elves.

Anyway, that's Cave Adventures.  Hope that it 
at least gave you a laugh or made you realize 
that no matter how bad you are at game 
design, there's always Cave Adventures.
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